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More human than most, the clumsy Great Dane 
battles with a fear all too familiar for many -- 
FOMO (fear of missing out). Determined to be 
treated like any other member of the gang, it’s 
only when addressed by others that he truly 
realizes the species difference. Always the best 
partner-in-crime, he does share one unfortunate 
trait with his original series counterpart; an 
unwavering stubbornness... The kind that leads 
him to feign a broken paw or illness to get out of 
following a set of glowing footprints. 


Ruh roh! 


GHHGGY ROGERS 


An overly irrational teen, the gang’s situation forces 

him to confront his constant fear of inadequacy 

that comes with spending time with his best 

friends. Unsure his role in a group he feels has 
everything covered without him, he strives to be 

the “janitor” - the one who cleans up the messes nobody 
else wants to handle. While that doesn’t eliminate his 


hesitance to explore a haunted castle, it does mean he'll 
eventually succumb to whatever is asked of him. 
Additionally, he revives a couple original series qualities; 
his gifted athleticism and astounding ventriloquism. 


UELMH UDINKLEY 


Motivated by the fears of failure and being judged, the 
gang's resident genius has a lot more struggles to 
overcome than her series predecessors. Timid, shy and a 
little passive, this introverted scholar needs some friendly 
coaxing to come out of her shell. Straying from the “Velma 
knows everything” motto of past iterations, her realm of 
expertise is limited to STEM fields, with Dr. Akula filling 

in the necessary gaps. However, it’s not her intelligence 
which is most crucial to the team in their latest adventures 
but her ability to examine situations logically and adapt. 


Jinkies! 


UHRHNE BLAKE 


This sensitive type-B personality and child of privilege 

is driven by her fear that she'll end up like her parents; 
unable to provide emotional support. Ergo, her main 

goal in life is to be friends with everyone and to provide 
those friends with the exact support they need, at the y 
precise time they need it. Regardless of the 
inconvenience or potential danger, her friends will ) 
always come first as she desperately seeks to keep 

the gang from losing hope. 


Jeepers! 


ee JONES 


An incredibly naive, “lawful good” who finds himself 
the most affected by the gang’s situation. Considering 
his role as leader, he hopelessly tries to keep his cool 
despite the whole “being lost in time and space” thing 
(DS) seriously conflicting with his fears of uncertainty and 


loss of control. While a sheltered childhood has left 
KO) him a little too trusting, he’s not at all lacking in 
a confidence, which may or may not prove useful. 


The Eyes 


A nefarious “men in black” organization 
working in the shadows to coordinate 


mysteries, monsters and hoaxes that distract 
from their elaborate time thefts. Having never faced 
threats to their schemes, the gang’s sudden 
interference puts them on a new mission -- 
to eliminate Mystery, Inc. for good: 


Fred’s thrilled to talk traps with 
Leonardo da Vinci when the 
gang saves him from a 

: . However, 
Velma must keep a close eye 

7] 7 ~~ /\ _4 Guring their visit to ensure Fred's 
. TO _ loose lips don’t let slip information 
‘about future technology. Meanwhile, 
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iy Ee \ - Daphne offers Shaggy additional 
~s e: : ai 


sit = driving lessons as they anticipate 
x \" their return home. 


accidentally join the famous 

_ French fighting company, the 
_ Musketeers, when the gang 
stumbles across a 

. Bummed he wasn’t asked to 
join, Fred tries to start a rival group 
with Shaggy and Velma. At the close 
of the case, remarks from the culprit 


offer Mystery, Inc. their first clue to 


the existence of The Eyes. 
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After Fred’s simul-ring falls off. 
_ in front of the town council, 
~ he’s accused of witchcraft, 
_ despite the gang working to 
catch a 


Oy a terrorizing their fall festival. ra 
_ The mayor, who unbeknownst to them it \ Sea 
-» is a member of The Eyes, earns j ge | 


__/ Velma’s suspicions while, vowing to 
~~ avoid the “birthplace of witches” | 
altogether, Shaggy and Scooby miss e 
the action to hunt for an iconic ip | = 
im 


A candy bar jingle stuck in 
Shaggy’s head inadvertently 
inspires Beethoven as Mystery, 
Inc. investigates a 

haunting the castle in which he is 

scheduled to perform. Daphne jae 
encourages Velma to put the mystery 


aside for once and delve deeper into oo 
her ancestral roots. So 
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_ Velma fangirls hard when she 
~ meets her hero at the first 
_ Nobel Prize ceremony, which 
is put in jeopardy when a 
oe mythical kidnaps 

_ the recipients. Luckily, the gang is 
_ > given full access when an officer 

_/ they haven’t met recognizes them 
~~ from a previous encounter and 
assists with the mystery. 


The boys are stunned to meet 
a female samurai, Tomoe 
Gozen, who accepts the gang’s 
- Offer to help with the mystery of a 

. In return, she gives 
Velma some much needed adviceon its 
being heard. Daphne however, panics 
over Fred’s paper cut and, as the oS 


case closes, Scooby witnesses S NN 

ree <P Ry) 
members of The Eyes leaving in a re) Re 
time machine. O .> 
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The Flintstones and the rest 
of Bedrock benefit from the 
arrival of Mystery, Inc. when 


LYS a destroys 
eo —_ several businesses. However, 
COA RES SOK & : 
‘ SAX See Ares Se; _ struggling to understand how 
SP 2D ay /~ dinosaurs & humans are coexisting, 


: 4 Ng _ Velma gradually descends into 
Iam eR ~ madness. Scooby, on the other hand, 
| ere 


\_ finds a lifelong friend in Dino. 


is 


_ With limited time to solve 
the case of a vengeful 
| before the Titanic 
sinks, meddling from a 
: member of The Eyes pushes 
_ the gang to their breaking point. 
Horrified that her friends may have 
parted ways for good, Daphne tries 
to “parent trap” them amidst the 
e chaos, while Shaggy tries in vain to 


: locate the ship’s kitchen. 
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Rumors of a 

turn out to be true, at 
least until Scooby and the 
_ gang get involved. However, 
the kids butt heads with the 
_ police, and the officer they 
< recognize (from Saved By Nobel) 
_ the most unsure of their motivations. 
~ Worse still, Fred finds himself at odds 
x A\ = with an orphan who swindles him out 
tatvent| of the time machine's keys. 


_ The latest production by 


comedy duo Laurel & Hardy 

~ is put on hold when their 

set is attacked by 

: Scooby remains calm however 
_as he grabs the attention of a 
producer who wants to make him a 
“star.” More importantly, in their 


attempt to solve the mystery, the 
gang catches a stagehand who 


Qe reveals a secret about The Eyes. 
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Nobody believes Velma when 

_ she claims to have seen the 
, except 

Robin Hood and Scooby, so 


sk ark the trio set off to solve the $ 
mystery themselves. Back at their Ss 
camp, Daphne and Shaggy pe | | 


~/ meanwhile grapple with Fred’s 
_ hands-on approach to leading the 
_ Merry Men in Robin’s absence. 


The gang thinks they’re home, 
until they spot Apollo 11 being 
sabotaged by an 
7 . Once again, the kids are 
helped by someone who knows them 
from a previous encounter. Velma | a ed | 
uses the opportunity to try charging 


her cellphone in secret, while Fred oS 
considers staying behind with a group pe RS 
of fellow ascot aficionados. LO 
ee 
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The Eyes 


